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FIG. 5A 
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Level Value 
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F I G. 5 B 
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GAMING SYSTEM AND METHOD WITH 
MULTIPLE PROGRESSIVE AWARD LEVELS 
AND A SKILL BASED DETERMINATION OF 
PROVIDING ONE OF THE PROGRESSIVE 

AWARD LEVELS 

COPYRIGHT NOTICE 

A portion of the disclosure of this patent document con 
tains or may contain material which is subject to copyright 
protection. The copyright owner has no objection to the pho 
tocopy reproduction by anyone of the patent document or the 
patent disclosure in exactly the form it appears in the Patent 
and Trademark Of?ce patent ?le or records, but otherwise 
reserves all copyright rights whatsoever. 

BACKGROUND 

Gaming machines which provide players awards in pri 
mary or base games are well known. Gaming machines gen 
erally require the player to place or make a wager to activate 
the primary or base game. In many of these gaming machines, 
the award is based on the player obtaining a winning symbol 
or symbol combination and on the amount of the wager (e.g., 
the higher the wager, the higher the award). Symbols or 
symbol combinations which are less likely to occur usually 
provide higher awards. In such known gaming machines 
which incorporate games of chance, each award or outcome is 
associated with a contribution which is based on the value of 
the award or outcome and the probability of that award or 
outcome being generated. In these gaming devices, an aver 
age expected payout is determined based on a summation of 
the contributions of each of the available awards or outcomes. 

In such known gaming machines, the amount of the wager 
made on the base game by the player may vary. For instance, 
the gaming machine may enable the player to wager a mini 
mum number of credits, such as one credit (e.g., one penny, 
nickel, dime, quarter or dollar) up to a maximum number of 
credits, such as ?ve credits. This wager may be made by the 
player a single time or multiple times in a single play of the 
primary game. For instance, a slot game may have one or 
more paylines and the slot game may enable the player to 
make a wager on each payline in a single play of the primary 
game. Thus, it is known that a gaming machine, such as a slot 
game, may enable players to make wagers of substantially 
different amounts on each play of the primary or base game 
ranging, for example, from 1 credit up to 125 credits (e.g., 5 
credits on each of 25 separate paylines). This is also true for 
other wagering games, such as video draw poker, where play 
ers can wager one or more credits on each hand and where 

multiple hands can be played simultaneously. Accordingly, it 
should be appreciated that different players play at substan 
tially different wagering amounts or levels and at substan 
tially different rates of play. 

Secondary or bonus games are also known in gaming 
machines. The secondary or bonus games usually provide an 
additional award to the player. Secondary or bonus games 
usually do not require an additional wager by the player to be 
activated. Secondary or bonus games are generally activated 
or triggered upon an occurrence of a designated triggering 
symbol or triggering symbol combination in the primary or 
base game. For instance, a bonus symbol occurring on the 
payline on the third reel of a three reel slot machine may 
trigger the secondary bonus game. Part of the enjoyment and 
excitement of playing certain gaming machines is the occur 
rence or triggering of the secondary or bonus game (even 
before the player knows how much the bonus award will be). 
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2 
In other words, obtaining a bonus event and a bonus award in 
the bonus event is part of the enjoyment and excitement for 
players. 
Gaming devices involving games of skill are also known. 

Such games of skill are popular among players because cer 
tain players feel a competitive edge while playing. That is, 
these players enjoy the feeling that a personal strength could 
lead to them winning one or more awards at the gaming 
device. However, because these gaming devices incorporate 
one or more elements of skill as a factor of determining to 
provide any awards to the player, these gaming devices are 
often not approved by gaming regulators or not as popular 
with lesser skilled players who feel severely disadvantaged. 
Moreover, in these gaming devices, the probability of each 
award or outcome being generated is based on one or more 
aspects of player skill (which varies from player to player) 
and is thus unknown. Accordingly, the average expected pay 
out for such gaming devices often cannot be exactly deter 
mined but only determined within a range. 

Progressive awards associated with gaming machines are 
also known. In one form, a progressive award is an award 
amount which includes an initial amount funded by a casino 
and an additional amount funded through a portion of each 
wager made on the progressive gaming machine. For 
example, 0.1% of each wager placed on the primary game of 
the gaming machine associated with the progressive award 
may be allocated to the progressive award or progressive 
award fund or pool. The progressive award grows in value as 
more players play the gaming machines and more portions of 
these players’ wagers are allocated to the progressive award. 
When a triggering event occurs, such as a player obtains a 
winning symbol or symbol combination associated with the 
progressive award or the accumulated progressive award 
increments to a progressive award hit value, the accumulated 
progressive award is provided to the player. After the progres 
sive award is provided to the player, the amount of the next 
progressive award is reset to the initial value and a portion of 
each subsequent wager on a gaming machine associated with 
a progressive award is allocated to the next progressive award. 
A progressive award may be associated with or otherwise 

dedicated to a single or stand-alone gaming machine. Alter 
natively, a progressive award may be associated with or oth 
erwise dedicated to multiple gaming machines which each 
contribute a portion of wagers placed at such gaming 
machine(s) to the progressive award. The multiple gaming 
machines may be in the same bank of gaming machines, in the 
same casino or gaming establishment (usually through a local 
area network (“LAN”)) or in two or more different casinos or 
gaming establishments (usually through a wide area network 
(“WAN”)). Such progressive awards are played for by one or 
more gaming devices in the same gaming establishment 
sometimes called local area progressives (“LAP”) and such 
progressive awards played for by a plurality of gaming 
devices at a plurality of different gaming establishments are 
sometimes called wide area progressives (“WAP”). 
Moreover it is known that a gaming machine or bank of 

gaming machines may be simultaneously associated with a 
plurality of progressive awards. In these multi-level progres 
sive (“MLP”) con?gurations, a plurality of progressive 
awards are arranged in a hierarchy and can start at different 
award or value levels, such as $10, $100, $1000 and $10,000. 
Each progressive award individually increments or increases 
until a suitable triggering event at one of more of the gaming 
devices associated with the MLP causes one or more of the 
progressive awards to be provided to one or more of the 
players. In these known gaming systems, once a player is 
selected to be provided one or more of the progressive awards 
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of the MLP, the gaming system either selects one of the 
progressive awards to be awarded to the player or enables the 
player to participate in an event to determine which progres 
sive award they will be provided. 
One known problem with these MLP type progressive 

awards is that there is often a lack of player interaction in 
which the player feels as though their strategic choices affect 
which progressive award will be provided. For example, 
although known gaming devices incorporate a selection game 
to determine which of the plurality of progressive awards of 
an MLP the player will receive, such determination does not 
include any skill or strategy on the part of the player, just luck. 
Accordingly, many of the players who win these MLP type 
games are chosen based on a speci?c non-skill based event. It 
should be appreciated that although these players are excited 
about winning a progressive award, such players are often left 
wondering how it happened or why they provided the pro 
gressive award they received. 

Another problem among players in an MLP con?guration 
is that the lower progressive awards can be higher valued than 
mid-ranged (or higher-ranged) progressive awards if the mid 
ranged (or higher-ranged) progressive award was recently hit 
and reset to an initial value. For example, if an MLP con?gu 
ration has progressive awards valued at $10, $20, $50, and 
$100 at a ?rst point in time and a player is provided the third 
level progressive award valued at $50 (which subsequently 
resets to an initial value, such as $20), then the progressive 
awards at a second, subsequent point in time are $15, $30, 
$20, and $130. Thus, any player who would subsequently win 
the third level progressive award would be discouraged by the 
fact that the at least one lower level progressive award cur 
rently has a higher value. Such a con?guration further pre 
sents the unintended consequences of players often becoming 
discouraged by winning higher award levels of the MLP. 
Accordingly, one or more players may not play their best (or 
may intentionally play poorly) in hopes of winning the higher 
valued, lower leveled progressive award. 

Accordingly, there is a continuing need to provide new and 
different gaming devices and gaming systems as well as new 
and different ways to provide awards to players including 
progressive awards. 

There is also a continuing need to provide new and differ 
ent gaming devices and gaming systems which incorporate 
one or more elements of skill in determining which of a 
plurality of progressive awards are provided to players. 

SUMMARY 

In one embodiment, the gaming system disclosed herein 
includes a plurality of progressive awards or progressive 
incremented values in a multiple-level progressive award 
(“MLP”) con?guration. In one embodiment, in a suitably 
triggered bonus event, a player begins at the lowest or bottom 
progressive award level of the MLP (which they are assured 
of winning if they do not reach any other progressive award 
levels) and attempts to reach a higher progressive award level 
based on their actions/decisions in the bonus event. In one 
such embodiment, if as a result of their play in the bonus 
event, a player is provided a progressive award other than the 
lowest level progressive award, one or more of the remaining 
lower level progressive awards (i.e., a progressive award 
which is associated with a lower level of the MLP than the 
provided progressive award) are shifted, advanced or reasso 
ciated to account for the provided progressive award. In this 
embodiment, the lowest level progressive award (which is 
temporality left vacant by the shifting of the remaining pro 
gressive awards) is changed or reset to a set value. For 
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4 
example, if an MLP con?guration includes four progressive 
award levels and the progressive award associated with the 
third progressive award level is provided to a player in a 
triggered bonus event, then the progressive award associated 
with the second progressive award level is shifted to the third 
progressive award level (which was vacant from being pro 
vided to the player), the progressive award associated with the 
?rst or lowest progressive award level is shifted to the second 
progressive award level (which was vacant from the previ 
ously described shift) and a set value funds the ?rst progres 
sive award level. It should be appreciated that this con?gura 
tion provides that the progressive award hierarchy is always 
preserved regardless of which progressive award of which 
progressive award level is provided to the player in the bonus 
event. That is, such a con?guration provides that a lower level 
progressive award of an MLP will not have a higher value 
than a mid-level or an upper-level progressive award even if 
the mid-level or upper-level progressive award was recently 
provided to a player. 

In one embodiment, the triggered bonus event includes one 
or more aspects of player skill in determining which progres 
sive award of the MLP to provide to the player. In this 
embodiment, to account for the differences in how each 
player may play in the triggered bonus event (i.e., optimal 
bonus event play or poor bonus event play), the gaming sys 
tem utilizes the set value to fund the lowest level progressive 
award for each play or triggering of the bonus event. This 
embodiment provides that regardless of how a player may 
play the bonus event and which progressive award is provided 
to the player, the gaming system contributes the same, set 
value to the bonus event each time the bonus event is trig 
gered. In this embodiment, by enabling each play or trigger 
ing of the bonus event to be funded by the same set value, the 
gaming system disclosed herein is operable to introduce a 
level of player skill into the bonus event without compromis 
ing the bonus event outcomes or awarding experienced play 
ers by punishing inexperienced players. In other words, by 
shifting the progressive awards such that the bottom progres 
sive award level is funded with a set value each time the bonus 
event is triggered (i.e., the bonus event costs the gaming 
system the same amount each time the bonus event is trig 
gered), any unknown game play elements associated with the 
introduction of player skill are thus eliminated. Such a con 
?guration provides that a degree of skill can be introduced in 
the bonus event because no matter how the player plays or 
which of the progressive awards of the MLP is actually pro 
vided to the player in the bonus event, the gaming system only 
needs to account for and fund the set value associated with the 
bottom progressive award. This con?guration further pro 
vides that players will play their best (and not intentionally 
play poorly) to maximize their progressive award in hopes of 
winning a higher valued, higher leveled progressive award. 

In one embodiment, the gaming system disclosed herein 
includes a central server, central controller or remote host in 
communication with or linked to a plurality of gaming 
machines or gaming devices. In one such embodiment, the 
central server maintains a plurality of progressive awards in 
an MLP con?guration. In one embodiment, one or more of the 
progressive awards of the MLP start at the same value and 
increment or increase until provided to a player. In another 
embodiment, one or more of the progressive awards of the 
MLP start at different values and increment or increase until 
provided to a player. In different embodiments, one or more 
of the progressive awards of the MLP increment or increase at 
the same rate or at different rates. 

In one embodiment, upon a suitable triggering event, one 
of the gaming devices in the gaming system is selected to 
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provide a bonus event, such as a bonus or secondary game or 
a bonus or secondary sequence. In one embodiment, the trig 
gering of the bonus event occurs through a game play event, 
such as the generation of a designated symbol or symbol 
combination or any other suitable symbol-driven trigger, at an 
individual gaming device in the gaming system. In another 
embodiment, the triggering of the bonus event occurs inde 
pendent of any game play event which may occur in any 
primary game or any secondary game played at one or more 
of the gaming devices in the gaming system. In different 
embodiments, the triggering of the bonus event is determined 
to occur by a remote server based on time, an event occurring 
at the gaming device, an accumulation of occurred events or 
any other suitable manner. 

In one embodiment, the bonus event incorporates one or 
more aspects of player skill to determine which one of the 
progressive awards will be provided to the player. In this 
embodiment, the player begins at the lowest or bottom pro 
gressive award level of the MLP and attempts to reach a 
higher progressive award level, based at least in part on their 
level of skill, knowledge or strategy in the bonus event. 

In one example embodiment, the selected gaming device in 
the gaming system provides a multi-level secondary game, 
wherein each level or round of the secondary game corre 
sponds to one of the levels of the MLP. In this embodiment, 
beginning at the lowest level or round, the gaming device 
provides and displays to the player a plurality of selections. 
Each of the selections, along with a displayed initial base 
element, include a plurality of characteristics. For example, 
the selections are a plurality of playing cards, wherein one 
characteristic associated with each playing card is a color and 
another characteristic associated with each playing card is a 
number. 

In operation, the player picks at least one of the provided 
selections, if any, that has at least one characteristic that 
matches (i.e., that is the same as, equal to or equivalent to) one 
of the characteristics of the base element. If the player picks 
a selection that has at least one characteristic that matches one 
of the characteristics of the base element, the picked selection 
replaces the previous base element. In this embodiment, if a 
picked selection replaces a base element, that picked selec 
tion cannot be subsequently picked by the player during that 
round of the secondary game. After replacing the previous 
base element with the player picked selection, the gaming 
device proceeds as described above by enabling the player to 
pick at least one of any remaining provided selections that has 
at least one characteristic that matches one of the character 
istics of the new base element. 

For example, if the initial base element is associated with 
one characteristic which is the color green and another char 
acteristic which is the number nine, and the player picked a 
selection associated with the characteristics of the color green 
and the number seven, then since the color green character 
istics match between the base element and the player picked 
selection, the player picked selection is designated as the new 
base element and the gaming device enables the player to pick 
another selection. It should be appreciated that since the 
gaming device displays the characteristics associated with 
each of the provided selections at the onset of the secondary 
game and the player decides the order in which to pick the 
provided selections, this secondary game involves a degree of 
skill or strategy. 

If the player is unable to pick a selection that has at least one 
characteristic that matches at least one characteristic of the 
base element, the gaming device terminates the secondary 
game and provides the player the progressive award associ 
ated with the progressive award level which corresponds to 
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6 
the player’ s current level in the secondary game. For example, 
if upon triggering the secondary game, the player is unable to 
pick any selections that have at least one characteristic that 
matches one of the characteristics of the initial base element, 
the gaming device terminates the secondary game and pro 
vides the player the progressive award associated with the 
bottom or lowest level of the MLP (which corresponds with 
the beginning lowest level of the secondary game). It should 
be appreciated that in this embodiment, since the player 
begins the secondary game at a level which corresponds to the 
bottom or lowest level of the MLP, the player will always win 
one of the progressive awards of the MLP (i.e., regardless of 
how poorly the player plays the secondary game). 

If after picking and matching one or more selections, no 
selections remain available to be picked for the current level 
or round of the secondary game (i.e., the player has matched 
all of the provided selections for the current secondary game 
level) and there is at least one higher level of the secondary 
game than the player’s current level, the gaming device 
advances the player to the next higher level of the secondary 
game (which corresponds to the next higher progressive 
award level of the MLP). In the next level of the secondary 
game, the gaming device provides another plurality of selec 
tions and proceeds as described above. On the other hand, if 
no selections remain available to be picked for the current 
level of the secondary game and there are no higher levels of 
the secondary game than the player’s current level (i.e., the 
player is at the top level of the secondary game), the selected 
gaming device of the gaming system provides the player the 
top progressive award of the MLP (which corresponds to top 
level of the secondary game) and terminates the secondary 
game. 

In one embodiment, as mentioned above, if the player is 
provided a progressive award other than the lowest level 
progressive award, one or more of the progressive awards 
(which are associated with levels of the MLP which are lower 
than the level of the provided progressive award) are shifted, 
advanced or otherwise reassociated to account for the pro 
vided progressive award. That is, to preserve the progressive 
award hierarchy of the MLP (i.e., each progressive award 
level of the MLP is associated with a higher valued progres 
sive award than any lower progressive award levels), the 
gaming system disclosed herein causes one or more progres 
sive awards associated with one or more progressive award 
levels of the MLP to shift progressive award levels. In this 
embodiment, the lowest level of the MLP (which is tempo 
rality left vacant by the shifting of the progressive awards) is 
set or funded to an initial or set value. 

For example, an MLP con?guration includes three pro 
gressive award levels with three progressive awards valued at 
$5.65, $7.19 and $1 1 .12. In this example, the player advanced 
to the second level of the secondary game before the second 
ary game terminated and thus the gaming device provided the 
second progressive award associated with the second pro 
gressive award level to the player. After the player is provided 
the second progressive award associated with the second 
progressive award level of the MLP, the three progressive 
award levels of the MLP include progressive awards valued at 
$5.65, $0.00 and $1 1 .12. The gaming system disclosed herein 
shifts the progressive award associated with the ?rst or lowest 
progressive award level to the vacant middle progressive 
award level and funds the progressive award associated with 
the lowest progressive award level with the initial or set value 
of $5.00. Accordingly, the three progressive award levels of 
the gaming system disclosed herein would include progres 
sive awards valued at $5.00, $5.65 and $11.12 and thus the 
hierarchy of the MLP con?guration is preserved. 
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It should be appreciated that introducing an element of 
player skill or strategy into the bonus event presents a math 
ematical challenge in determining how much money to allot 
for the bonus event, as skillful or strategic play may cost one 
amount and less skillful or strategic play may cost another 
amount. In one embodiment, to account for the differences in 
how skillfully or strategically each player may play the award 
attempt, the central controller and/or gaming device proces 
sor associates the set value with each triggered bonus event. 
That is, by associating and distributing the set value as the 
progressive award associated with the lowest level of the 
MLP with each and every triggered bonus event, the gaming 
system combats the uncertainty of player behavior (i.e., how 
each player performs) during each bonus event. This removes 
any uncertainty by accounting for player skill and strategy in 
funding the bonus event, thus guaranteeing the average pay 
back percentage for each triggered bonus event (i.e., holding 
the bonus event payout percentage constant), and solving the 
other mathematical considerations by creating a uniform cost 
for each triggered bonus event. 

In other words, by shifting the progressive awards and 
setting the lowest level progressive award to the set or initial 
value for each play of the bonus game, the gaming system 
disclosed herein accounts for the differences in how each 
player may play the bonus event (i.e., introduces a level of 
player skill into the bonus event) without compromising the 
game outcome payout or awarding experienced players by 
punishing inexperienced players. That is, since the gaming 
system only needs to account for and fund the set value 
associated with the bottom progressive award for each trig 
gering of the bonus event, the cost incurred by the gaming 
system for triggering the bonus event is set regardless of how 
the player plays the bonus event and regardless of which of 
the progressive awards is provided to the player. 

Accordingly, the gaming system disclosed herein provides 
new and different gaming devices which are operable to 
maintain the hierarchy of a multi-level progressive award 
con?guration regardless of which progressive award of which 
progressive award level is provided to the player. 

The gaming system disclosed herein also provides new and 
different gaming devices that include a bonus event wherein 
which progressive award is provided is based, at least in part, 
on a level of player skill. 

Additional features and advantages are described in, and 
will be apparent from, the following Detailed Description and 
the ?gures. 

BRIEF DESCRIPTION OF THE FIGURES 

FIGS. 1A and 1B are front perspective views of alternative 
embodiments of gaming devices disclosed herein. 

FIG. 2A is a schematic block diagram of the electronic 
con?guration of one embodiment of a gaming device dis 
closed herein. 

FIG. 2B is a schematic diagram of the central server in 
communication with a plurality of gaming machines in accor 
dance with one embodiment of the gaming system disclosed 
herein. 

FIG. 3 is a schematic diagram of the plurality of gaming 
devices in the gaming system and the plurality of progressive 
awards maintained by the gaming system. 

FIG. 4 is a ?owchart of one embodiment of the gaming 
system disclosed herein illustrating a player winning one of 
the progressive awards of the MLP. 

FIGS. 5A and 5B are tables illustrating one example of the 
different progressive awards associated with the MLP before 
and after a triggering of the bonus event. 
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FIG. 6 is a table illustrating one example of the character 

istics associated with a plurality of selections. 
FIGS. 7A, 7B, 7C, 7D and 7E are front elevational views of 

a display of one embodiment of the bonus event disclosed 
herein illustrating selections having at least one characteristic 
that match at least one characteristic of a base selection. 

DETAILED DESCRIPTION 

The present disclosure may be implemented in various 
con?gurations for gaming machines or gaming devices, 
including but not limited to: (l) a dedicated gaming machine 
or gaming device, wherein the computerized instructions for 
controlling any games (which are provided by the gaming 
machine or gaming device) are provided with the gaming 
machine or gaming device prior to delivery to a gaming 
establishment; and (2) a changeable gaming machine or gam 
ing device, where the computerized instructions for control 
ling any games (which are provided by the gaming machine 
or gaming device) are downloadable to the gaming machine 
or gaming device through a data network when the gaming 
machine or gaming device is in a gaming establishment. In 
one embodiment, the computerized instructions for control 
ling any games are executed by a central server, central con 
troller or remote host. In such a “thin client” embodiment, the 
central server remotely controls any games (or other suitable 
interfaces) and the gaming device is utilized to display such 
games (or suitable interfaces) and receive one or more inputs 
or commands from a player. In another embodiment, the 
computerized instructions for controlling any games are com 
municated from the central server, central controller or 
remote host to a gaming device local processor and memory 
devices. In such a “thick client” embodiment, the gaming 
device local processor executes the communicated comput 
erized instructions to control any games (or other suitable 
interfaces) provided to a player. 

In one embodiment, one or more gaming devices in a 
gaming system may be thin client gaming devices and one or 
more gaming devices in the gaming system may be thick 
client gaming devices. In another embodiment, certain func 
tions of the gaming device are implemented in a thin client 
environment and certain other functions of the gaming device 
are implemented in a thick client environment. In one such 
embodiment, computerized instructions for controlling any 
primary games are communicated from the central server to 
the gaming device in a thick client con?guration and comput 
erized instructions for controlling any secondary games or 
bonus functions are executed by a central server in a thin 
client con?guration. 

Referring now to the drawings, two example alternative 
embodiments of the gaming device of the disclosed herein are 
illustrated in FIGS. 1A and 1B as gaming device 1011 and 
gaming device 10b, respectively. Gaming device 1011 and/or 
gaming device 10b are generally referred to herein as gaming 
device 10. 

In the embodiments illustrated in FIGS. 1A and 1B, gam 
ing device 10 has a support structure, housing or cabinet 
which provides support for a plurality of displays, inputs, 
controls and other features of a conventional gaming 
machine. It is con?gured so that a player can operate it while 
standing or sitting. The gaming device may be positioned on 
a base or stand or can be con?gured as a pub-style table-top 
game (not shown) which a player can operate preferably 
while sitting. As illustrated by the different con?gurations 
shown in FIGS. 1A and 1B, the gaming device may have 
varying cabinet and display con?gurations. 






































